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General  Description 

The  Mini  Game  Machine  is  a  unit  which  contains  four  electronically 
programmed  games.  Each  game  has  a  corresponding  number  which  will 
enable  you  to  select  the  game  that  you  wish  to  play. 

Proper  Care 

This  unit  is  made  of  delicate  electronic  parts,  therefore: 

•  Never  take  this  unit  apart 

•  Be  careful  not  to  drop  it 

•  Do  not  bang  on  the  keys 

•  Do  not  let  the  machine  become  wet  or  damp 

•  Clean  the  playing  surface  only  with  a  clean  soft  cloth 

CAUTION  - 

Be  sure  to  turn  the  power  switch  to  the  "OFF"  position  before 
inserting  a  AC  adaptor  or  batteries. 

Batteries 

Insert  5  size  "AA"  penlight  batteries.  Alkaline  heavy  duty  batteries  are 
recommended  because  they  will  last  longer. 

AC  Adaptor 

The  recommended  adaptor  to  be  used  for  this  unit  is  Radio  Shack's 
#273-1431  AC  Adaptor  or  Dynamic  Instruments  #5690-5  The  adapto 
should  be  plugged  into  the  jack  located  at  the  top  of  the  unit  and  also 
into  a  source  which  can  provide  1  20  volts,  60  Hz  AC  power. 

To  Install  Batteries 


Diagram  1 

1.  Turn  the  power  switch  to  "OFF'. 

2.  Turn  the  unit  over  and  remove  the  battery  case  cover. 

3.  Place  5  "AA"  penlight  batteries  (as  indicated  in  Diagram  1)  in 
the  battery  case. 

4.  Snap  the  cover  back  into  place. 

Signs  of  Weak  Batteries 

If  your  unit  begins  operating  erratically  and  you  hear  strange  sounds, 
or  the  lights  begin  to  dim,  the  batteries  in  your  unit  may  be  weak  and 
will  need  to  be  replaced. 

If  you  do  not  intend  to  use  your  game  machine  for  a  few  weeks,  then 
remove  the  batteries.  Weak  or  dead  batteries  can  leak  a  damaging 
chemical. 


To  Operate 

To  operate  your  Mini  Game  Machine  turn  the  power  switch  on  the  left 
hand  side  of  the  machine  to  “ON”.  You  will  then  hear  a  musical  signal 
and  the  numbers  1 -2-3-4  will  be  displayed  on  the  screen.  Each  game  has 
a  corresponding  number  which  is  printed  at  the  bottom  of  the  display 
screen. 


“ON” “OFF 
SWITCH 


Diagram  2 

Select  the  game  that  you  wish  to  play  by  pressing  the  appropriate 
numerical  key.  If  you  wish  to  play  the  same  game  again  press  the  key 
marked  “START".  If  you  wish  to  play  another  game  then  press  the  key 
marked  “GAME”  and  then  select  the  new  game  you  wish  to  play  by 
pressing  the  appropriate  numerical  key  (1-2-3-4). 


Code  Hunter 

To  select:  To  select  Code  Hunter  press  the  numerical  key  1 . 

Object:  The  object  of  this  game  is  to  find  a  four-digit  secret  code 
number  (which  is  hidden  in  the  memory  of  the  machine)  on  the  least 
number  of  turns  possible.  The  code  may  be  any  4  digjts  between  0000 
and  9999. 


Diagram  3 

(Operating  Keys  For  Code  Hunter) 


Control  Keys: 

CODE  Key  —  If  you  press  the  CODE  key  at  any  point  in  the  game  the 
secret  digital  code  and  the  number  of  guesses  that  you  entered  will  be 
displayed  on  the  screen  and  the  game  will  be  over.  The  Game  Machine 
will  be  the  winner  since  you  were  unable  to  find  the  secret  code. 


ENTER  Key  —  The  ENTER  key  must  be  pressed  after  each  4  digit 

selection  you  make.  This  will  enter  your  number.  If  you  change  your 
mind  or  have  made  an  error  you  may  select  4  new  numbers  before  you 

press  the  ENTER  key. 

MANUAL  Key  (For  a  Two  Player  Game)-  If  you  wish  to  enter  your 
own  code  you  may  do  this  at  the  beginning  of  a  game  by  pressing  any 
4  numerical  keys  (you  may  use  the  same  number  more  than  once)  and 
then  the  MANUAL  Key.  This  will  replace  the  code  in  the  memory  of 
the  unit  with  your  new  code.  You  can  only  use  the  MANUAL  key  once 
at  the  beginning  of  each  game. 

Display  Screen 

The  display  on  the  screen  will  be  composed  of  three  separate  columns 
(A,  B,  C)  totalling  8  digital  spaces. 


Diagram  4 

Column  A  —  The  two  spaces  in  this  column  keep  a  continuous  display 
of  the  number  of  guesses  that  the  player  has  made. 

Column  B  —  Column  B  consists  of  4  dashes.  This  is  where  the  numbers 
are  displayed. 

Column  C  —  Column  C  consists  of  2  spaces.  After  each  entry  this 
column  will  display  2  numerical  clues  for  the  player.  The  left  hand 
number  will  indicate  the  number  of  correct  digits  that  were  guessed 
that  are  in  their  exact  position.  The  right  hand  number  will  indicate  the 
number  of  correct  digits, but  in  wrong  position. 

T o  Play 

When  you  select  (Game  1 )  Code  Hunter  a  random  4  digit  code  will  be 
stored  in  the  memory  of  your  unit  and  a  display  will  appear  on  the 
screen.  See  Diagram  4.  Then  the  player  enters  his  first  guess  by  pressing 
any  4  numerical  keys  (0-9)  and  then  the  ENTER  key.  Let's  assume  the 
numbers  are  5-3-6-2.  Press  the  five  key,  the  three  key,  the  six  key,  and 
the  two  key.  These  numbers  will  then  appear  on  the  display  screen 
(column  B).  Check  to  see  that  the  intended  keys  were  pressed.  If  you 
made  an  error  it  can  be  corrected  by  just  pressing  4  numerical  keys 
again.  If  the  numbers  that  appear  on  the  display  screen  are  satisfactory 
then  press  the  ENTER  key.  The  Enter  key  must  be  pressed  after  each 
entry.  The  unit  will  instantly  check  the  series  of  digits  entered  with 
the  code  stored  in  the  memory.  It  will  then  display  clues  for  the  player 
on  the  screen.  A  player  can  make  as  many  entries  as  he  needs  until  he 
can  guess  the  code.  When  the  player  guesses  the  correct  number  a  series 
of  sounds  will  be  made  to  indicate  that  the  player  has  broken  the  code. 


and  the  display  on  the  screen  will  indicate  how  many  guesses  the  player 
needed  to  guess  the  code.  If  you  would  like  to  play  Code  Hunter  again 
then  just  press  the  START  key.  If  you  would  like  to  select  another 
game  then  just  press  the  GAME  key. 

Variation  (2  player  game)  —  The  player  has  an  option  to  manually 
enter  his  own  code  or  have  another  player  enter  a  code.  You  can  enter 
your  own  code  at  the  beginning  of  each  game  by  pressing  4  numerical 
keys  and  then  the  MANUAL  key. 

Grand  Prix 

To  Select:  To  select  Grand  Prix  press  the  numerical  key  2. 

Object:  The  object  of  the  game  is  for  the  player  to  avoid  collisions 
with  oncoming  cars. 


Diagram  5 

(Operating  Keys  For  Grand  Prix) 


Control  Keys: 


GAS  Key  —  When  you  press  the  GAS  key  it  increases  the  speed  of  the 
other  cars  on  the  field  which  are  represented  by  the  lit  dashes  moving 
across  the  screen.  When  this  key  is  released  the  other  cars  on  the  field 
will  slow  down. 

BRAKE  Key  —  The  Brake  key  slows  down  the  other  cars  on  the  field 
It  does  this  at  a  faster  rate  than  just  releasing  the  GAS  key.  This  key 
overrides  the  effect  of  the  GAS  key. 

Change  Lane  Keys  —  The  change  lane  keys  are  used  to  change  the 
lane  of  the  player's  car  in  order  to  avoid  a  collision  with  another  car. 


When 


up 
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This  directional  key  has  two  functions.  If  the  player  would  like  to  see 
the  position  of  his  car  on  the  screen  then  he  should  press  this 


directional  key 
lane. 


.  This  key  will  also  move  the  player's  car  to  the  uppe 


n 


will  move  the  player's  car  to  the  next  lower 


This  directional  key 
lane. 

Display  Screen 

The  display  on  the  screen  will  be  a  series  of  flashing  dashes  which  are 
the  other  cars  racing  by  in  three  lanes.  The  number  of  points  you 
receive  for  avoiding  collisions  is  continuously  displayed  on  the  right 
hand  side  of  the  screen. 

To  Play 

When  you  press  the  number  2  key  the  game  will  automatically  begin. 
The  position  of  the  player's  car  is  at  the  white  triangle  printed  on  the 
screen.  To  see  the  car  (a  brighter  horizontal  lit  segment)  the  player 


must  press  this  d 


and  a 


segment  will 


appear  on  the  lower  track.  The  player  wants  to  keep  his  car  on  the 
track  with  the  least  number  of  accidents  by  avoiding  the  other  cars  or 
the  track.  To  accelerate  the  other  cars  on  the  track  press  and  hold  the 
GAS  key.  To  slow  down  the  other  cars  quickly  press  the  BRAKE  key 
To  avoid  hitting  other  cars  on  the  track  use  the  change  lane  keys 


Skillful  use  of  GAS,  BRAKE,  and  chanqe  lane  kevs  wi 


the  player  avoid  as  many  collisions  as  possible.  If  the  player's  car 
hit  the  game  will  stop  temporarily.  The  game  lasts  for  about  two 
minutes  and  ends  in  a  series  of  musical  notes.  The  range  of  the  sc 
from  0  to  99.  If  you  would  like  to  play  Grand  Prix  again  then  jui 
press  the  START  key.  If  you  would  like  to  select  another  game  t 
just  press  the  GAME  key. 


is 
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Sub  Hunt  , 

To  Select:  To  select  Sub  Hunt  press  the  numerical  key  3. 

Object:  The  object  of  the  game  is  to  destroy  as  many  submarines  as 
possible  within  approximately  2  minutes  of  time  without  being  hit  by 

a  torpedo. 


DOWN 


FIRE  Key  —  When  the  player  thinks  he  can  hit  a  submarine  he  should 
press  the  FIRE  key.  He  may  fire  as  many  times  as  necessary  to  hit  a 
submarine. 

4  *  I 
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Display  Screep 

As  the  game  begins  a  lit  horizontal  segment  will  appear  on  the  screen. 
This  segment  is  the  destroyer.  The  digital  display  on  the  right  side 

keeps  a  running  score  of  the  points  earned  for  the  submarines 
destroyed. 


To  Play 

To  play  Sub  Hunt  you  press  the  numerical  key  3.  The  game  will  begin 
immediately  with  the  destroyer  displayed  on  the  screen.  A  series  of 
dashes  (horizontal  lit  segments)  will  move  across  the  screen,  these  are 
torpedoes.  The  player  can  move  the  destroyer  in  any  direction  by 
pressing  one  of  the  directional  keys  (described  above).  The  player  can 
predict  the  location  of  the  submarine  (which  is  somewhere  below  the 
destroyer)  by  listening  for  the  beating  sound  which  is  generated  by  the 
machine.  A  slow  beating  sound  indicates  that  the  submarine  is  getting 
closer  to  the  destroyer  and  the  fast  beating  sound  indicates  the 
submarine  is  getting  much  closer  or  is  right  below  the  destroyer. 


The  player  can  press  the  FIRE  key  as  many  times  as  he  feels  necessary, 

however,  the  player  should  also  listen  to  the  beating  sound  before 

deciding  just  when  to  fire.  This  will  increase  the  player's  chance  to  hit 
the  submarine. 

Is  v  v,  k  *  ,  r  „>■  v  •  >■ 

If  the  player  hits  the  submarine  on  the  first  fire  5  points  will  be  gained. 
If  the  submarine  is  hit  on  the  second  fire  3  points  will  be  gained.  Any 
fire  after  that  will  only  score  1  point. 


Normally  the  game  lasts  for  about  2  minutes  and  then  ends  with  a  series 
of  musical  notes;  However,  if  the  destroyer  is  hit  at  any  time  by  a 
torpedo  the  game  will  end  immediately.  If  you  would  like  to  play  Sub 
Hunt  again  then  just  press  the  START  key.  If  you  would  like  to  select 
another  game  then  just  press  the  GAME  key. 

Black  Jack 

To  Select:  To  select  Black  Jack  press  the  numerical  key  4. 

Object:  The  object  of  this  game  is  to  be  the  player  closest  to  reaching 
21  points  without  going  over  21 .  If  both  the  player  and  the  dealer  have 
the  same  number  of  points  then  neither  player  wins. 


Diagram  7 

(Operating  Keys  For  Black  Jack) 


Control  Keys: 

BET  Key  -  The  bet  placed  on  each  hand  is  entered  through  the 
numerical  keys  followed  by  the  BET  key. 

HIT  Key  -  This  key  is  pressed  when  more  cards  are  desired  by  the 

player .  Once  the  key  is  pressed  the  player  cannot  split,  double  down  or 

take  insurance.  When  the  dealer's  hand  is  Black  Jack,  the  player  cannot 
hit. 

STAND  Key  -  This  key  initiates  dealer  action  after  displaying  the 

total  number  of  points  in  the  player's  hand.  The  dealer  will  draw 

cards  until  he  exceeds  16  points  or  bust,  ending  the  hand.  The  amount 

of  the  bet  that  the  player  wins  or  loses  is  displayed  and  automatically 
added  to  or  deducted  from  his  stake. 


INSUR  KEY  —  If  the  dealer's  first  card  is  an  ace,  the  player  can  take 
insurance  by  pressing  this  key.  The  amount  of  the  insurance  is  half  of 
the  bet.  When  the  dealer's  hand  is  Blackjack  the  player  does  not  have 
to  pay  and  does  not  lose  his  bet;  but  if  it  isn't,  half  of  the  player's 
bet  is  collected  and  the  play  continues. 

SPLIT  Key  -  If  the  player's  first  two  cards  are  the  same,  then  he  can 
choose  to  split  the  two  cards  into  two  independent  hands  by  pressing 

the  SPLIT  key. 

DOUBLE  Key  -  The  player  has  an  option  to  double  his  bet  in 
exchange  for  a  one-card  hit. 

TOTAL  KEY  -  This  key  is  active  only  when  a  hand  is  completed. 

The  current  stake  of  the  player  will  be  displayed  when  this  key  is 
pressed.  This  key  may  also  be  used  to  change  the  amount  of  a  bet 
before  it  is  entered.  Pressing  the  TOTAL  key  will  erase  your  entry, 
recall  the  total,  and  allow  the  player  to  enter  a  new  bet. 

NUMERICAL  KEYS  (0  to  9)  -  These  keys  are  pressed  to  enter  the 
amount  of  the  player's  bet  (1  to  999999) 

Special  Code  -  Cards  are  displayed  on  the  screen  in  the  following 
manner.  Numbers  1  through  9  have  their  face  value. 

p,  =  Ace  can  counted  as  1  or  1 1 

I—'  =  King  (10  points) 

CL  =  Queen  (10  points) 

l_!  =  Jack  (10  points) 

C!  =  Ten  (10  points) 

Display  Screen  -  When  the  game  of  Black  Jack  is  selected,  a  zero  will 
be  displayed  on  the  right  hand  side  of  the  screen.  The  player's  cards 
will  be  displayed  on  the  right  side  of  the  screen  and  the  dealer's  cards 
will  be  displayed  on  the  left  side  of  the  screen. 
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A  BET  of  2 
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Player  STANDS  and 
dealer's  cards  appear 


Dealer's  total  count 
after  dealer  STANDS 
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To  Play 

After  you  have  selected  to  play  Black  Jack  the  display  on  the  screen 
will  have  a  zero  on  the  right  hand  side.  You  can  now  enter  your  bet. 
The  bet  is  entered  by  pressing  the  numerical  keys  and  then  the  BET 
key.  Once  the  bet  is  entered,  the  unit  will  begin  to  deal  automatically. 
Remember  the  two  cards  on  the  right  side  are  for  the  player.  After 
the  two  cards  are  displayed  the  player  may  chose  to  either  HIT, 
STAND,  DOUBLE,  SPLIT  or  INSUR  depending  on  the  circumstance. 
The  object  of  the  game  is  to  be  the  player  closest  to  reaching  21  points 
without  exceeding  it.  If  a  player  is  dealt  two  cards  and  the  total  is 
exactly  21  points,  this  hand  is  called  Black  Jack  and  he  automatically 
wins  one  and  one  half  of  the  bet.  However,  if  the  dealer  also  has  a 
Blackjack  then  it  is  a  tie.  If  the  player  BUSTS  (exceeds  21)  then  the 
dealer  wins  and  shows  his  second  card.  If  the  player  decides  to  STAND 
for  his  hand,  the  dealer  will  hit  his  hands  until  he  exceeds  16  or  he 
busts.  Once  a  hand  is  completed  the  player  can  check  either  how  far 
ahead  or  how  far  behind  he  is  by  pressing  the  TOTAL  key.  The  next 
hand  will  begin  when  the  player  enters  his  new  bet.  Ace  may  be 
counted  as  1  or  1 1  and  all  face  cards  are  counted  as  10.  If  you  would 
like  to  select  another  game  then  just  press  the  GAME  key. 


We  hope  you  enjoy  your  Mini  Game  Machine  for 
many  years  to  come.  If  you  have  any  questions 
about  your  game,  please  write  to  us  and  we  will 
send  you  a  prompt  reply. 


Send  all  inquiries  to: 

HOUSE  OF  GAMES,  INC. 
P.0.  Box  374 
Evanston,  Illinois  60204 
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